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FORWARD. 


Earth is finite. True wilderness, 
unexplored, untouched land, is almost 
nonexistent today. The monsters 
are gone from the corners of maps; 
everything is charted and claimed 
and poached. But with human sprawl 
comes a yearning for connection to 
nature, for escapism. This desire 
has manifested in a manifold of cyber 
fantasy worlds. The realm of virtual 
environments has exploded in recent 
years. Digital worlds are becoming 
increasingly realistic; so much so that 
it can be impossible to distinguish 
between photos of nature and photos 
produced by AI or CG artists. And 
the potential is endless. Physical 
restrictions disappear, and what’s 
left are universes constrained only by 
the Limit of developers’ imagination. 
These worlds are utopias for people 
to slip into and remember what it 
is like to simply explore the wild. 


As a 3D designer I spend more 
time looking at the structure and 
components of the world I am building 
than the finished environment. But 
there are many unseen stages of the 
3D art workflow that are inherently 
beautiful. They are rendered invisible 


in the final iteration, hidden, 
working together to fool the eye into 
believing trees to have rough bark, 
stones to have fine cracks, and dirt to 
have varied grain. This book follows 
the breakdown of a digital forest 
into its building blocks: 3D models, 
textures, normal maps, UVs, - and 
wireframe polygons. 3D art demands a 
painstaking process, but each stage is 
distinct, and done with utmost care. 
This book is an exploration of the 
aesthetics of building virutal worlds. 
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Fig. T.2 


Fig. T.3 Fig. T.4 
Fig. T.1 P_Oak_Large_1l Fig. T.2 P_Spruce_Med_6 
Fig. T.3 P_Pine_Med_2 Fig. T.4 P_Willow_Large_1 
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Fig. T.5 Fig. T.6 


Fig. T.7 


Fig. T.5 P_Birch_Large_1 Fig. 1.6 P_Spruce_Large_3 
Fig. T.?% P_Pine_Large_2 Fig. T.8 P_Oak_Med_4 
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Fig. R.1 Fig. R.2 


Fig. R.3 Fig. R.4 


Fig. R.1 P_Stone_l Fig. R.2 P_Soil_Cliff_3 
Pig. B.S P_Stone Clift. Fig. R.4 P_Stone_2 
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N_Debris_Terrain 


N_Oak_Small_1 
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It ends with the beginning. The 
default cube is the first stage 
of a 3D model, the most basic 
building block of the most 
complex worlds. The four points 
that determine its location in 
virtual space will be modified. 
It will be duplicated into 
millions of polygons’ that 
join together to create any 
obbject imaginable. The points 
of the cube are the atoms of 
the 3D universe. Every tree, 


| 
eal | 
" 


re 


